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OVERVIEW 


Little Counter is an interactive learning system designed to introduce 
basic numeric and quantitative concepts to children in kindergarten 
through third grade. Entertaining pictures and sounds compel the child's 
interest. Your child will want to use and learn with Little Counter — 


because it’s fun! And most important for you, the program is easily 
modified to suit each child’s individual needs. The reporting system allows 
the parent or teacher to easily monitor the child's progress. 


INPUTS AND PROMPTS 


Inputs are entries which you type into the computer. In this manual 
inputs are presented in one of two ways: 


individual console keys <RETURN>, <3>, <P> 
everything else RUN 0912/82 Roger 


While running the program, the computer will be presenting a variety 
of information, prompts and messages to you on the screen. In this 
manual such outputs will be presented in boldface italics: 


(sample output) Enter your name 


Note: The <CTRL> key operates like the shift key on a regular typewriter. 
lf you are told to enter <CTRL-P>, just hold the <CTRL> key down while 
pressing <P>. 


IMPORTANT TIPS 


In general, the child will need some help from an adult the first few 
times he or she uses the program. Starting the program is very simple 
— the child should just put the diskette into the drive, and turn on the 
computer. A variety of pictures will appear on the screen, followed by 
a list of choices (called a ’menu’’). The child should press <1> at this 
time. . ; 


About Children and Diskettes 


We strongly recommend that. very young children not handle the 
program diskette without being closely observed the first time. For those 
of you who are unfamiliar with the strange behavior of diskettes, you 
should be forewarned that physical mishandling is likely to be lethal. 
Fingerprints on the exposed magnetic material, bending, using the 
diskette as a minature Frisbee and other abuses are all guaranteed to 
bring a fatal end to any information stored on the diskette. 


We also encourage both children and adults to remember these 
rules: 


Do make sure the shift lock light is lit if running this program on the 
Franklin Ace. This program recognizes only capital letters. 


Do not press <CTRL-C> while the program is running. Results are un- 
predictable and damage to your program may result. 


Do not open the disk drive door while the ‘‘in-use’’ light is on. This may 
damage your diskette and render it unusable. 


Do not try to make a copy of this disk. If during normal use something 
goes wrong with your diskette, please refer to the Troubleshooting sec- 
tion of this manual. 
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Little Counter 
|. Preliminaries 


You have made an excellent choice in purchasing Little Counter, 
one program in Softsmith's educational line of children’s programs. Lit- 


tle Counter is an interactive learning system designed to introduce basic 


numeric and quantitative concepts to children in kindergarten through 
the third grade. Your child will use and learn with Little Counter — 
because It’s fun! Most importantly for you, the parent or teacher, the pro- 
gram can be customized to suit each child’s individual needs. This is 
accomplished by use of the Learning Manager System, a portion of the 
program which only the adult need see. It allows you to set the difficulty, 
speed and content of the lessons, as well as monitor the child's pro- 
gress. When the child runs the lesson, pictures and sounds will delight 
him or her — as they instruct! 


This instruction book covers all aspects of Little Counter’s opera- 
tion. Read it carefully. In this chapter you will read about how to start 
the program and how to avoid common pitfalls. Chapter || introduces 
the Learning Manager System and describes the actual content of Little 
Counter’s eight learning units. If you experience difficulty in running Lit- 
tle Counter, refer to Chapter Ill. 


Once you have seen how effectively Little Counter teaches your child, 
you will want to look at other educational programs available from Soft- 
smith™. Consult your local Softsmith dealer for a catalog and demonstra- 
tion. 


WARRANTY CARD 


Please take a moment to complete and mail the enclosed Warranty 
Card. By having your name on file we will be able to provide better 
customer service, including information on program updates and replace- 
ment of damaged diskettes. 


GETTING STARTED 


To get started with Little Counter (this is called ’’booting’’), simply 
follow these steps: 


1 . Make sure the power switch on the rear left of the computer is in the 
off position. 


2. Open the disk drive door by pulling out and up on its bottom edge. 
Slip the diskette into drive #1 with your right thumb on the diskette’s 
label. (The label will be up and will be the last edge of the diskette 
to enter the drive.) 


3. When the diskette is entirely in the drive, close the drive door. 


4. Turn the power switch to the on position. You will hear a beep’ from 
the computer and the “‘in-use’’ light on the disk drive will come on. 
This means that the program is loading. 


You will now see the Softsmith logo page and then the Little Counter 
title page appear on the screen. To enter the Learning Manager, press 
the <-> key immediately. Then follow the instructions on the screen, 
referring as needed to the ‘‘Learning Manager’ section of this manual. 


ll. A Closer Look at Little Counter 
and The Learning Manager 


While children will enjoy the pictures and sounds of Little Counter, 
adults will most appreciate the flexibility which the Learning Manager 
provides. This section describes various features of the Learning Manager 
System and how to set the program to suit the child’s needs. In addi- 
tion, it contains brief descriptions of each learning unit. Please read it 
carefully! 


THE EIGHT LEARNING UNITS 


Little Counter’s lessons consist of eight learning units, each design- 
ed to teach counting in an entertaining and interactive style. In each unit 
a large face appears in the upper right corner of the screen. Two smaller 
faces appear in the lower right corner, one smiling and the other frown- 
ing. A correct response elicits a smile on the large face and a children’s 
tune. An incorrect response gets a frown and an unpleasant noise. In- 
correct answers are followed by a visual ’’explanation”’ of the correct 
answer. At the end of each unit the number of right and wrong answers 
are shown under the respective smaller faces. 


Counting Blocks 


On the left side of the screen are three boxes, which contain vary- 
ing numbers of colored blocks. On the right side of the screen is a 
numeral, ranging from 1 to 9. The learners’ task is to select the box in 
which the number of blocks matches the numeral. 


To use the program, the child does the following: 


1. The<SPACE BAR> moves a check mark into a square in the 

corner of one of the boxes. When the check is in the box which 

the child believes matches with the numeral, he or she presses 
_<RETURN?> to enter his or her choice. 


2. The program will then repeat with a new numeral, until the 
oreset number of trials has been exhausted. If there is another 
unit after this one, it will start automatically. 

Counting Moving Circles 


A number of circles are “bounced” through a series of ramps to 
land in a container. The child enters the number of circles present. 


Counting Mixed Shapes 7 


Twenty-five different shapes (squares, triangles, and circies) are 
~ shown on the screen. One of the shapes is selected for the child to count, 
and is displayed next to a question mark in the right sector of the screen. 
The child enters an answer and receives confirmation of the answer. 


Water Height 


The screen shows a water glass, a faucet above it, and an unmark- 
ed ruler to the left of the glass. Water fills the glass to varying heights. 
The child is to type the number which indicates the height of the water 
according to the ruler. 


Comparing Weights 


A two-pan scale is shown with squares resting on the two pans. The 
child must determine which pan is “heavier.’’ The child presses the 
<SPACE BAR> and a second empty set of pans appears at the bottom 
of the screen. The child should press the <SPACE BAR> until the lower 
pans are in the right position. Then he or she should press <RETURN> 
and the computer will display the correct answer. 


| Comparing Lengths 


Five vertical bars are displayed on the screen. An example shows 
the numbers (indicating shortest to longest) which should go beneath 
each bar. The child uses the <SPACE BAR> to move an entry square 
beneath each test bar, then enters the correct digit. An incorrect entry 
can be corrected simply by moving the entry square beneath the bar 
and pressing the new digit. When all digits are entered and the child 
is satisfied with the answers, he or she should press <RETURN>. 


Simple Addition 


Simple addition problems are presented using colored squares. Two 
sets of squares to be added together, are presented with the number 
in each set displayed beneath. Sums range between 2 and 9. The child 
enters his or her answer by pressing a single digit. 


Simple Subtraction 


Simple subtraction problems are presented using colored squares. 
Two sets of squares are presented for subtraction, with the number in 
each set displayed beneath. Differences range between 1 and 8. The 
learner enters his or her answer with a single digit. A graphic display 
of the correct answer is provided. 


THE LEARNING MANAGER SYSTEM 


When you first receive Little Counter, it is set to the ’’>demonstration 
mode.”’ If you follow steps 1 — 4 in the section titled ‘‘Getting Started,’ 
and do not press the <> key, you will see a demonstration of Little 
Counter. 


To customize the program for the child’s use, you must first reset 
it to “‘drill mode.”’ To do so, turn off the computer and then follow steps 
1 — 4 to enter the Learning Manager System. Be sure to press the <~> 
key immediately after the Little Counter title page appears! 


You should see the following screen appear after a few moments. 
Because it presents a list of choices for you to choose from it is called 
a “menu.” This particular one is called the Master Menu. 


Litthe Counter 
Learning Manager 


Ver 1.7— 26 Feb. 82 


Mode: 
Learner: 
Next unit: 


<71> Change learning mode 

<2> Add/change learning sequence 
<3>_ Trials per unit 
<4> Change learner 

<5> Scoreboard 

<6> fun Little Counter 

<O> Exit 


Which one (0-6)?? 


Each of the options in this menu will be explained in turn. Also note that 
pressing the <ESC> key allows you to exit the program competely. 


Above the actual menu you will see three lines presenting informa: 
tion about the existing setup, as described below. 


Mode: This tells you which of the two modes the system is cur- 
rently set to operate in: demonstration or drill. . 


Learner’s name: The name of the child the system was last set 
for appears (or the words ‘‘no learner’). 


Next module: The first unit the child will enter is indicated on this 
line. 


<1> Change Learning Mode 


There are two modes available to you. After pressing <i> on the 
Master Menu, the Mode Menu will appear. Select either <1> for 
demonstration mode, or <2> for drill mode. Demonstration mode pro- 
vides you with a preview of each of the units the child will be going 
through. In drill mode the child participates in one or more of the learn- 
ing units described below. After selecting the desired mode, press <0> 
(zero key) to return to the Master Menu. 


<2> Add/Change Learning Sequence 


These settings allow you to make decisions about what sequence 
you want the child to follow in going through Little Counter. To make 


your own adjustments in this sequence, press <2> from the Master Menu. 
~Asub-menu giving you three options will appear. On the right hand side 


of the screen are listed all units currently in the sequence, with the 
bracketed number at the left indicating the order in which they will ex- 
ecute. On the left side are your choices. The first, <1>, allows you to 
add modules not already present; the second, <2>, lets you remove 
modules; the third, <O>, returns you to the Master Menu when you are 
satisfied with the sequence you have designed. 


Assume that you wish to allow the child to do only <1> (Counting 
Blocks), and <2> (Counting Moving Circles). Once in the Learning Se- 
quence Menu, press <2> (Remove Modules). The current sequence will 
appear on the screen. You are then asked, Remove Which One? \f you 
have changed your mind and you don’t. wish to remove any units, press 
<O> (zero key). To remove the Water Height unit, press <4>. The display 
will now show the learning sequence, listing numbers <1> through <7>., . 
with the Water Height unit removed. Now continue to remove the Coun- 
ting Mixed Shapes unit by pressing <3>, which will cause the screen 
to change and display six units. Other units may be removed in the same 
way. 


lf you now decide you wish to return the Water Height unit, making 
seven units available to the child, press <O> (zero key), causing the sub- 
menu to reappear. Then press <1> (Add Modules). The two units which 
have been removed will be shown on the screen on the left hand side. 
Since you wish to add Water Height to the sequence, select <2> (Water 
Height), which allows you to replace the Water Height unit in the learn- 
ing sequence. 


After you have completed making adjustments in the learning se- 
quence, press <0> (zero key). This returns you to the Learning Sequence 
Menu. Then press <O> (zero key) again, which returns you to the Master 
Menu. 


<3> _ Trials Per Unit 


All units are shown on this display in order. The preset number of 
trials for each unit is also shown. To change the number of trials per 
unit, do the following: 


1. While in the Master Menu, press <3> (Number of Trials). 


2. You will see a list of each of the units in the order in which 
they will appear, with the current number of trials for each. The 
preset value is 2. 


3. If all of the settings are satisfactory, you may return to the 
Master Menu by pressing the <ESC> key. 


4. lf a unit is satisfactory, press <RETURN> to go to the next 
one. To change it, enter the desired number of trials (2-99), and 
then press <RETURN>. After pressing <RETURN?> for the last unit 
shown, you are automatically returned to the Master Menu. You 
may also press <ESC> at any time to return. : 


<4> Change Learner 


After selecting this option, type in the first name of the learner, press 
<RETURN>, and then type in the last name. Pressing <RETURN> after 
the second name returns you to the Master Menu. 


<5> Scoreboard 


Selecting this option gives you the number of right and wrong 
answers the learner had for each of the units. To set them all to zero, 
press <Y> (yes) to the question, Do you want to zero scores (Y/N)? 
lf you wish to keep this list for later use, press <N> to return to the Master 
Menu. 


<6> Run Little Counter 

You are now ready to run Little Counter for the child. First make 
sure that you are in the ‘‘drill’”’ mode, then press <6> for the Master Menu. 
A new title page will appear and the child may begin the first unit. When 
the child finishes with the last unit in the sequence, the program will stop. 


<O> Exit 


To exit the system and return to Applesoft press <O> (zero key). 


Ill. Troubleshooting 


Refer to this section if your new Littlke Counter program does not 
work properly. 


The program never starts, or dies soon after starting. 


e Check the instructions for getting started. Try them again, follow- 
ing all the steps exactly. 


e Check to see that you have the diskette in disk drive #1, and 
that this drive is in slot #6. 


e Make sure you have all the equipment necessary to run this | 
program, and that it is properly connected. See the front page 
of this booklet for a list of necessary equipment. 


e Make sure your disk drive is working properly. Try another 
diskette which you know to be good. If it also does not start 
properly, stop the computer immediately, and disconnect the 
drive. Do not use the drive again until it is checked, or it may 
damage other diskettes. 


Your disk becomes Gamage: 


Given normal use, it should not be possible to damage your diskette. 
lf however you manage to do so, please send:us the diskette together 
with a short description of the problem. The Software GuildS” will replace 
your disk promptly, per provisions in the warranty. 


Other problems. 


lf you have problems with your program, call us at The Software 
Guild Service Department (415) 887-6692. We may be able to tell you 
what is wrong. 


The objective of the Software Guild is to provide the highest quality 
software products available. In order to improve our products wherever 
possible, we are happy to receive comments, criticism or praise. Write 
to us at: 


The Software Guild 
Service Department 
24213 Clawiter Road 
Hayward, CA 94545 


Apple is a registered trademark of Apple Computers, Inc. 
Franklin Ace is a trademark of Franklin Computer Corporation 
Softsmith is a trademark of Softsmith Corp. 

The Software Guild is a service mark of The Software Guild 
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